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Abstract 
The movement games constitute an important means through which the goals of physical education can be achieved. The aim of 
this research was to determine, through a sociological approach, what are the main values that influence the pupils' formation, by 
identifying their manifestations and their perception regarding the importance of the movement games used in the middle school 
physical education lesson. The research was conducted between December 2012 and March 2013, on a group of 150 middle 
school pupils from 5 Bacau schools at which the third year undergraduate students from the Faculty of Movement, Sports, and 
Health Sciences had their pedagogical practice. The study consisted in conducting an inquiry in a representative group of pupils 
from pre-university education. It can be said that this scientific endeavour contributes to directing the current management of the 
instructional process toward actions that are beneficial to a complex training of the middle school pupils. The playful and 
emulating character of the movement games constitute elements that increase the pupils' interest for the teaching activity, 
mobilizing their energy, and emotionally stimulating them. 
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1. Introduction 
The movement games constitute an important means through which the goals of physical education can be 
achieved. When discussing the problems of this field, Manolache as cited in Dobrescu & Constantinescu (2008, p. 
34) believes that out of all the means, the ones that are most appropriate and most preferred by children are the 
movement games that correspond to their age and physical potential. They contribute to the creation of a good 
working disposition, to cheering up the group, both from a physical and a psychological point of view, as well as to 
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the training of certain moral and physical qualities (Băieşu & Bârlea, 1969, p. 120). 
In the same context, Macavei as cited in Dobrescu (2006, p. 24) highlights the fact that through its content and 
rules, being subordinated to the didactic goals, the game is an instruction means, method, and framework. Its content 
must become a source of knowledge, of information, and the attractive, competitive ambiance will stimulate the 
process of assimilation of experiences, and the development of cognitive skills. 
Generally, any game offers multiple possibilities, but "there is a dominant theme for which they are selected" to 
reach a certain goal set for the physical education lesson, or for the leisure time activity conducted with the pupils. 
At middle school level, one could use movement games with a form and a content as varied as possible, putting an 
emphasis on the ones that lead to the training of the motor skills, to a harmonious physical development, as well as 
on the games with elements from the acrobatic, and rhythmic gymnastics, with preparing elements for various sports 
branches. The selection of the games is done also according to the location, material and weather conditions in 
which the physical education lessons are to be performed (Corneşan & Feşnic, 1974, p. 12-13).  
2. Material and Methods 
Starting from the belief that without the knowledge of the pupils' opinion regarding their assessment of the 
movement games used in the physical education lesson, one cannot identify the games' formative influences and 
cannot organize an effective teaching process; this study was initiated in the pre-university education system. 
The aim of this research was to determine, through a sociological approach, what are the main values that 
influence the pupils' formation, by identifying their manifestations and their perception regarding the importance of 
the movement games used in the middle school physical education lesson. 
The research goals envisaged the identification of the target group's components perception regarding the 
formative possibilities of movement games, according to their preferences and the games' characteristic values, in 
order to determine their role and effectiveness in achieving the educational goals of the pre-university education. 
This way, one can obtain important information regarding the perception of these means and their influence on the 
pupils' personality within the inter-relational system.  
The research started from the idea that the pupils take a conscious part in the educational process and perceives 
correctly the factors that contribute to the improvement of the somatic, motor, physiological, and personality 
parameters. In this sense, the research hypothesis was created, stating that presumably, the identification of the 
hierarchy of the movement games' formative values, according to the pupils' perception, can direct the teaching 
process in schools and, implicitly, redirect the process of training the teachers. 
The study consisted in conducting an inquiry in a representative group of pupils from pre-university education. A 
questionnaire was used to conduct the inquiry. Through it, the pupils' opinions were assessed, opinions that form the 
basis for the manifestations and awareness of the movement games' effects during the instructive process; the 15 
questions were divided on 5 categories of influences on the human body, in the order of the importance given by 
each subject.  
The points given by the respondents for each item offered the possibility to give values to the influences from the 
5 categories of formative possibilities identified in the professional literature: somatic, functional, motor, psycho-
social, and affective.  
The research was conducted between December 2012 and March 2013, on a group of 150 middle school pupils 
from 5 Bacau schools at which the third year undergraduate students from the Faculty of Movement, Sports, and 
Health Sciences had their pedagogical practice.  
In this research, the following research methods were used: the study of the professional literature, the 
observation, the inquiry, the statistical-mathematical method, and the graphical representation method.  
The normative assessments led to certain value judgments and seeing the subjects' opinions through the prism of 
the categories of assertions, identified and assessed on a scale from 1 to 5 for each item. 
3. Results and Discussions 
For the statistical interpretation of the results recorded for the 5 categories of formative possibilities, the mean, 
maximum, and minimum values of the target group were taken into consideration (Table 1, Fig. 1). 
The socio-affective category stands out as being in the top of the ones identified by the respondents, recording an 
average value of 14.49 points, with a maximum value of 15 points, and minimum value of 13. These results 
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highlight the role played by the movement games in influencing the moral and intellectual profile of the pupils. 
Based on the numbers, the second place is taken by the formative possibilities that games can have on the motor 
skills, with an average value of 14.22 points, a maximum value of 15, and a minimum value of 13. Thus, one can say 
that the inquired subjects are aware of the special role played by movement games in the improvement of the ability 
to assimilate the specific motor content taught in middle school. 
 
 
Table 1. Centralization of the target group's statistical results for the possibilities questionnaire  
  
Statistical markers 
Categories of formative possibilities 
Somatic Functional Motor Psychological 
Socio-
affective 
Arithmetical 
mean 
10.08 11.12 14.22 13.36 14.48 
Maximum value 12 13 15 14 15 
Minimum value 7 9 8 10 13 
 
In third position there is the group regarding the psychological influences, with an average value of 13.36 points, 
a maximum value of 15 points, and a minimum value of 12, envisaging the development of the intellectual skills and 
moral-volitional qualities. 
The next category is the one about the possibilities of developing the somatic side of the body, with an average of 
13.08 points, a minimum value of 11 points, and a maximum value of 14 points. These results prove that the 
respondents recognize the effects of the studied means on the anthropometric markers, especially the parameters of 
general physical and harmonious development of the body.  
The last category of the movement games' influence, as perceived by the investigated subjects, is the one 
regarding the functional influences, with an average value of 12.11 points, a maximum value of 13, and a minimum 
value of 11 points. The formative possibilities from this category allow the improvement of the major functions in 
the pupils' bodies.  
 
 
 
Legend: Somatic Indicators (IS), Functional Indicators (IF), Motor Indicators (IM), 
              Psychological Indicators (IP), Socio-affective Indicators (ISA) 
 
Figure 1. The average, maximum, and minimum values of the movement games' formative possibilities  
 
The somatic influences category envisaged a harmonious physical development of the body segments, and the 
posture by promoting the games during the physical education lesson.  For this category, the subjects' individual 
values recorded a large range, of 5 pints, and the difference between the average and the minimum value of 3.08 
points is higher than the one between the average and the maximum value, of 1.92 points, which proves that a higher 
number of pupils did not perceive the influence of these indicators through game (Fig. 2). With the lowest score, the 
assertions for this category were not as important for the target group as others were. 
Another category, of the functional possibilities envisaged the parameters of the major body functions: heart rate, 
10.08 11.12 
14.22 13.36 14.48 
12 
13 15 
14 15 
7 9 8 
10 
13 
0 
2 
4 
6 
8 
10 
12 
14 
16 
IS IF IM IP ISA 
Average 
Maximum 
Minimum 
487 Tatiana Dobrescu /  Procedia - Social and Behavioral Sciences  141 ( 2014 )  484 – 488 
respiratory rate, blood pressure, vital capacity, and the body's adaptation to effort. The recorded values represents a 
low range, and the pupils' answers are divided almost in equal measure to both the maximal limit (1.88 points) and 
the minimal one (2.12 points), which shows a constant orientation of the subjects' views toward these possibilities 
(Fig. 2), being however not the most important for them.  
One of the top influences, according to the responders is the one represented by the motor indicators. According 
to the inquired pupils, the indicators of the motor skills: speed, dexterity, strength, and endurance, the learning of the 
motor skills, and the ability to internalize the motor content are influenced better through movement games. The 
recorded values show a high degree of scatter (7 points), their tendency being directed toward the maximum value, 
with a difference of 0.78 points from the average, and a high difference from the minimal value, of 6.22 points. (Fig. 
2). The facts above allow me to assess the role played by the games in contouring the skill profile of the pupils 
through the teaching process. 
 
 
 
Figure  2. Results of the differences between the maximal and minimal values, compared with  
the arithmetical mean, on categories of formative possibilities 
 
The most widely voted category among the subjects was the one regarding the socio-affective possibilities. 
According to the respondents, the emotional states, the affectivity, the fair play, the self-respect and the respect for 
the other people, the desire to help the others, the inter-relations, the team and competitions relations are very much 
influenced by practicing games. The recorded values express a low range (2 points), and a tendency toward the 
average values, with a difference of 0.52 points from the maximal value, and of 1.48 points from the minimal one 
(Fig. 2). These observations confirm the fact that great majority of the group recognize the importance of movement 
games in modelling the pupils' personalities to the standards of a decent society. 
The fifth category is represented by the psychological profile of the pupils, which, in the opinion of the 
investigated group, is oriented toward memory, attention, decision-making abilities, reasoning, imagination, logic, 
will, and perseverance. The value range is restraint (4 points), and the central value records a tendency toward the 
maximum limit (0.64 points), and away from the minimal limit (3.36 points) (Fig. 2). At the end of the study, one 
can see that the investigated pupils appreciate the role played by the movement games in stimulating the intellectual 
traits during the middle school teaching process. 
4. Conclusions 
In trying to find the most representative formative possibilities to influence the bio-psycho-motor and socio-
functional potential, the results of the research offered some guidelines that can motivate the teachers in our field to 
promote the movement games in the middle school teaching process. 
It can be said that this scientific endeavour contributes to directing the current management of the instructional 
process toward actions that are beneficial to a complex training of the middle school pupils. 
Based on the opinion of the respondents, one can highlight the multiple influences of the movement games on the 
pupils' personalities, as fundamental instructional structures of the physical education in schools.  
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During the teaching process, the formative possibilities of these means contribute to the accomplishment of the 
didactic tasks regarding: 
- The training and consolidation of the basic motor skills (walking, running, jumping, throwing, and catching), 
- The development of the middle school age specific motor skills (speed, endurance, strength, and dexterity), 
- The formation of several useful knowledge, and enlarging the pupils' knowledge about the world 
- The cultivation of the moral qualities. 
Based on the influences identified during the study, one can say that the movement game differs from other 
physical education means by the favouring effects regarding the training and consolidating of the aptitudinal, 
attitudinal, and intellectual profile. 
The playful and emulating character of the movement games constitute elements that increase the pupils' interest 
for the teaching activity, mobilizing their energy, and emotionally stimulating them. (Raţă, 2011, p. 65) 
The analysis and interpretation of the results obtained on the basis of the identification of the hierarchy of the 
categories of formative possibilities confirm the initial hypothesis. This way of knowing the pupils' perception offers 
the possibility to direct the middle school teaching process in the sense of using movement games as means and 
methods during the physical education lesson.  
Based on the conclusions drawn from the research, one can redirect the university process of training the 
teachers, especially at the senior year’s students' level conducting activities of pedagogical practice in a pre-
university environment. 
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